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<?xml version="1.0" encoding="iso-8859-1"?> 

 

<i3D name="untitled" version="1.6" xmlns:xsi="http://www.w3.org/2001/XMLSchema-instance" ..  

  <Asset> 

    <Export program="GIANTS Editor 64bit" version="8.2.0"/> 

  </Asset> 

 

  <Files> 

    <File fileId="691" filename="$data/fillPlanes/silage_diffuse.png"/> 

    <File fileId="692" filename="$data/fillPlanes/silage_normal.png"/> 

    <File fileId="693" filename="$data/fillPlanes/silage_specular.png"/> 

    <File fileId="651" filename="$data/fillPlanes/straw_normal.png"/> 

    <File fileId="524" filename="$data/fillPlanes/sugarCane_diffuse.png"/> 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

    <CombinedLayer name="c_cityAsphalt" layers="cityAsphalt01;cityAsphalt02;cityAsphalt03;  

    <LayerCombiner defaultDepthScale="0" defaultSharpness="1"> 

    </LayerCombiner> 

    <InfoLayer name="tipCol" fileId="143" numChannels="1" runtime="true"/> 

    <InfoLayer name="farmland" fileId="144" numChannels="6"/> 

    <DetailLayer name="terrainDetail" densityMapId="145" numDensityMapChannels="13" 

    <DetailLayer name="terrainDetailHeight" densityMapId="159" numDensityMapChannels="11" 

    <FoliageMultiLayer densityMapId="162" numChannels="10" numTypeIndexChannels="5"  

    <FoliageType name="wheat" foliageXmlId="170"/> 

    <FoliageType name="grass" foliageXmlId="171"/> 

 

    <CombinedLayer name="c_cityAsphalt" layers="cityAsphalt01;cityAsphalt02;cityAsphalt03;  

    <LayerCombiner defaultDepthScale="0" defaultSharpness="1"> 

    </LayerCombiner> 

    <InfoLayer name="tipCol" fileId="143" numChannels="1" runtime="true"/> 

    <InfoLayer name="farmland" fileId="144" numChannels="6"/> 

    <InfoLayer name="soilMap" fileId="99999" numChannels="3"/> 

    <DetailLayer name="terrainDetail" densityMapId="145" numDensityMapChannels="13" 

    <DetailLayer name="terrainDetailHeight" densityMapId="159" numDensityMapChannels="11" 

    <FoliageMultiLayer densityMapId="162" numChannels="10" numTypeIndexChannels="5"  

    <FoliageType name="wheat" foliageXmlId="170"/> 

    <FoliageType name="grass" foliageXmlId="171"/> 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

    <File fileId="112" filename="mapSA/industrialMud01_weight.png"/> 

    <File fileId="115" filename="mapSA/industrialMud02_weight.png"/> 

    <File fileId="118" filename="mapSA/industrialMud03_weight.png"/> 

    <File fileId="121" filename="mapSA/industrialMud04_weight.png"/> 

    <File fileId="1" filename="mapSA/mapSA_dem.png"/> 

    <File fileId="144" filename="mapSA/mapSA_farmland.png"/> 

    <File fileId="76" filename="mapSA/mountainRock01_weight.png"/> 

    <File fileId="79" filename="mapSA/mountainRock02_weight.png"/> 

    <File fileId="82" filename="mapSA/mountainRock03_weight.png"/> 

    <File fileId="85" filename="mapSA/mountainRock04_weight.png"/> 

 

    <File fileId="118" filename="mapSA/industrialMud03_weight.png"/> 

    <File fileId="121" filename="mapSA/industrialMud04_weight.png"/> 

    <File fileId="1" filename="mapSA/mapSA_dem.png"/> 

    <File fileId="144" filename="mapSA/mapSA_farmland.png"/> 

    <File fileId="99999" filename="mapSA/mapSA_soilMap.png"/> 

    <File fileId="76" filename="mapSA/mountainRock01_weight.png"/> 

    <File fileId="79" filename="mapSA/mountainRock02_weight.png"/> 

 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

 

 

 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

 

 

 
 

    <precisionFarming> 

        <soilMap filename="[PATH TO GRLE FILE]"/> 

    </precisionFarming> 

 
    <terrainLodTexture revision="1" /> 

    <splitShapes revision="1" /> 

    <tipCollision revision="1" /> 

 

    <precisionFarming> 

        <soilMap filename="mapSA_soilMap.grle"/> 

    </precisionFarming> 

 

    <hotspots> 

        <hotspot name="Shop" fullName="$l10n_map_shop" imageUV… 

 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

<precisionFarming> 

    <soilMap filename="mapSA_soilMap.grle"/> 

 

    <fruitRequirements> 

        <fruitRequirement fruitTypeName="YOUR_NEW_FRUIT_TYPE" alwaysAllowFertilization="false" 

                          ignoreOverfertilization="false"> 

            <soil soilTypeIndex="1" targetLevel="140" reduction="140" yieldPotential="0.8"/> 

            <soil soilTypeIndex="2" targetLevel="180" reduction="160" yieldPotential="1.0"/> 

            <soil soilTypeIndex="3" targetLevel="200" reduction="180" yieldPotential="1.25"/> 

            <soil soilTypeIndex="4" targetLevel="160" reduction="160" yieldPotential="0.9"/> 

        </fruitRequirement> 

    </fruitRequirements> 

 

</precisionFarming>

fruitTypeName

alwaysAllowFertilization

ignoreOverfertilization

soilTypeIndex

targetLevel 

reduction 

yieldPotential 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

<sprayTypes> 

    <sprayType name="COMPOST" litersPerSecond="0.4" type="FERTILIZER" sprayGroundType="MANURE" /> 

</sprayTypes> 

 

<precisionFarming> 

    <soilMap filename="mapSA_soilMap.grle"/> 

 

    <applicationRates> 

        <applicationRate fillType="COMPOST" autoAdjustToFruit="false" regularRate="60"> 

            <soil soilTypeIndex="1" rate="40"/> 

            <soil soilTypeIndex="2" rate="60"/> 

            <soil soilTypeIndex="3" rate="80"/> 

            <soil soilTypeIndex="4" rate="60"/> 

        </applicationRate> 

    </applicationRates> 

 

    <fertilizerUsage> 

        <nAmount fillType="COMPOST" amount="0.055"/> 

    </fertilizerUsage> 

 

</precisionFarming> 

sprayType - name

sprayType - litersPerSecond 

sprayType - type 

sprayType - sprayGroundType 

applicationRate - fillType 

applicationRate - autoAdjustToFruit 

applicationRate - regularRate 

applicationRate - soilTypeIndex 

applicationRate - rate 

 

nAmount - fillType 

nAmount – amount 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

<precisionFarming> 

    <soilMap filename="mapSA_soilMap.grle"/> 

 

    <cropSensor fruitTypes="YOUR_NEW_FRUIT_TYPE"/> 

 

</precisionFarming>

fruitTypes

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

<precisionFarming> 

    <soilMap filename="mapSA_soilMap.grle"/> 

 

    <seedRateMap> 

        <fruitTypes> 

            <fruitType name="YOUR_NEW_FRUIT_TYPE"> 

                <seedRates rates="180 300 420" usages="0.03 0.05 0.07" /> 

 

                <soilTypes> 

                    <soilType index="1" yields="0.875 1.000 1.125" /> 

                    <soilType index="2" yields="0.950 1.000 1.000" /> 

                    <soilType index="3" yields="1.000 1.000 1.000" /> 

                    <soilType index="4" yields="0.777 1.000 1.111" /> 

                </soilTypes> 

            </fruitType> 

        </fruitTypes> 

    </seedRateMap> 

 

</precisionFarming>

name

rates

usages

soilType#index

soilType#yields 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

<precisionFarming> 

    <soilMap filename="mapSA_soilMap.grle"/> 

 

    <npcTramlines fruitTypes="YOUR_NEW_FRUIT_TYPE"/> 

 

</precisionFarming>

fruitTypes

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

<precisionFarming> 

    <soilMap filename="mapSA_soilMap.grle"/> 

 

    <subsidies> 

        <coverCropBonus> 

            <fruitType name="YOUR_NEW_FRUIT_TYPE" bonusPerHa="200 150 100" /> 

        <coverCropBonus> 

    </subsidies> 

 

</precisionFarming> 

name

bonusPerHa 


